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GOD’S ACRE 
THIRD EDITION 
by 
DAVE MILLWARD 
assisted by 
Barry Cook 
This third edition of God’s Acre is the result of a rationalization of the ideas contained in the previous 
editions plus several new concepts, The basic idea has been to present the actual rules for the mechanics 
of the game simply and concisely in Section One, leaving full explanation to Section Two. The Third 
Section suggests several optional rules which enhance play, adaptions for using 15mm troops and some 
ideas on where to buy an army from. 
The rules are intended to cover only field battles, it being decided that sieges needed a set of rules in 
their own right. 
If you’ve got any criticisms or Suggestions, please write to me at: 
Dave Millward 
259 Hinckley Road, 
Nuneaton, 
Warks. CV11 6LL 
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SCALES AND EQUIPMENT 
Scales 


1 25mm figure represents 20 men. 

1 wagon or engine model represents 4 wagons or engines. 

1 move represents a period of time of approximately 1 minute. 

The ground scale is 1:400 or 2.5 mm : 1 m or approximately 1” : 10 m. 


Bases 


Troops should be mounted in groups of convenient size on tigid bases so that they are easier to move and 
preserve their correct spacing. 


Base Frontages 


Infantry in close order 15mm Cavalry in close order 20mm 
Infantry in order 20mm Cavalry in order 25mm 
Infantry in open order 30mm Cavalry in open order 30mm 


Base Depths 


Infantry in close order 20 — 25mm Cavalry 40 — 50mm 


Types of Troops Classes of Troops 


UC - Unarmoured Cavalry 
PC - Protected Cavalry 


AC - Armoured Cavalry 


K type - Knights 


R type - Regulars, Civic Militia 


M type - Mercenaries 


F type - Other Feudal Troops 


Armour 


UL- Unarmoured Infantry 


PI - Protected Infantry 


AI - Armoured Infantry 


HI - Heavily Armoured Infantry 


HC - Heavily Armoured Cavalry 


FI - Fully Armoured Infantry FC - Fully Armoured Cavalry 


OTHER TROOP CLASSIFICATIONS 


Weapons 


During the Middle Ages troops may be termed ‘pikemen’ or ‘archers’ etc. if they are armed with uniform 
weaponry, but most bands, especially of routiers, carried a great assortment of weapons all in the same 
unit. To cope with this, several categories of mixed weapons are included. 


G CLASS - mixed pole arms mainly but including 25% crossbows. 
B CLASS - mixed pole arms but including 25% longbows. 
MCLASS - mixed missile weapons: 25% shortbows, 25% slings and 50% hand hurled weapons. 


Units 


All troops must be organized into recognizable units for the duration of the battle. Certain types of 
units may have sub units acting within their overall orders. 


Command 


Each army must be led by an army leader command figure. 
Each battle must be led by a battle leader command figure. 
Each unit must be led by a leader command figure of recognized status. 


Each army must be divided into a number of battles, usually 2, 3, or 4. Feudal battles must he led by 
Earls or Dukes and may contain K and F and M type troops and R type led by a staff officer. Regular 
battles may contain any types of troops. Mercenary battles may contain only R, M, or F type troops. 


Troops may also be classified as missile troops, skirmishers or shock troops. 
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Social Class 
Dukes are the highest status troops followed by Earls, then by Barons, then by Knights, then by Mercen- 
aries and A and B class Regular and Feudal troops, then Routier (C class Feudals) and C class Regulars, 
then Peasants and forced levies (D class Feudals and Regulars). 


Command Figures 


Each player is allotted a set number of Points for command figures. Peasants and routiers and forced 
levies must be led by Sergeants, Sergeants by Knights, and Knights by Barons or higher. 


Knights and Feudal type troops can be combined into one unit; however, any of the Feudal type troops 
may not be superior in class to the Knights in the unit. The Knights may, however, be of a higher class 
then the Feudal type troops. Such a unit must then be led by a leader command figure suitable to lead 
the highest class of figures in the unit, i.e. a unit of Knights and Sergeants must be led by a Baron or 
higher, not a Knight. 

Command Figures Cost 


Command figures are rated with a command value (CV) varying from 1 to 5. 
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Regular units all count a CV of 3 and cost 20 points per unit to reflect their chain of command. Battles 
including Regular troops must be led by staff officers, or if led by a Feudal command figure or Mercenary, 
the Regulars in the battle must have a staff officer in command. Regular staff officers count a CV of 4 and 
cost 50 points. Where the overall commander is a regular, such a figure counts as a Duke. 


The points cost of command figures as above is added to its normal figure cost. 


Other Equipment 


Players will also need a tuler, preferably marked in millimetres, several dice marked 2,3,3,4,4,5 and ordin- 


ary dice marked 1,2,3,4,5,6;a pen and paper for marking orders and casualties. Average dice are used for 
Regulars or Mercenaries and ordinary dice for all others. 


Points Values 


The basic figure cost includes a sword or hand arm if the figure carries one or a spear, pole arm, javelin, 
short bow or sling if it does not. 


POINT VALUE CHART 


Crossbow 


If B Class 
If A Class 


D Class UI and PI 
Other D Class 


2 
3 
4 
6 
8 
Z 
2 
2 
1 
2 


Units of troops with G or B class weapons are paid for as pole armed infantry and count as such in 
close combat. Such units cost 10 points extra. 


SETTING UP THE BATTLE 


The Historical Battle 


This is an attempt to recreate a battle from history, and the engagements may be either actual or hypo- 
thetical. In the staging of an actual battle the terrain will be easily ascertained from standard textbooks, 
and the main problem is to scale down the armies. If staging a hypothetical battle, both terrain and forces 
should be arrived at by mutual assent and then throw a dice for sides. These situations offer limitless 
scope and allow players to make full use of the campaign factors as well as deciding troop types and 
classes. It is strongly urged that in these situations little attempt be made to equalize points values and 
the object will be for each player to make the best of his situation rather than necessarily get a ‘win’ over 
his opponent. 


The Campaign Battle 


This will take place as part of a campaign in which the terrain and composition of armies in a particular 
engagement will be decided by the strategical moves made by both players in the campaign. This again will 
lead to many unbalanced and interesting games allowing full scope for the use of campaign factors, etc. The 
campaign can be either historical or mythical. 


The Competition Battle 


Give each player a set number of pieces of terrain. Each player in turn lays a piece of terrain anywhere on 
the table as long as it is 250mm from his own base line or discards a piece until all the pieces are used up. 


Both players pick armies of their choice using the points value system on the above chart. Under no circum- 
stances should a player use a troop type not included in the medieval army his reflects or equip troops with 
any weapon that their medieval prototype did not carry. It is suggested that the normal competition game 
be fought with an army of 1,500 points including up to 300 points for command. A larger game might go 
up to 2,000 points including command or even higher. 


Having picked armies and terrain both players draw a map of the terrain and mark clearly the position on it 


of each of their units. Units must be deployed within 200mm of the player’s base line. Both players having 
drawn maps, they then lay out their troops as shown on the maps. 


The Results of Battle 
In historical or campaign battles casualties should be worked out as follows: 


The winner loses half the figures removed as dead and the other half as wounded, to return to duty after 
2 weeks. One tenth of all routed troops are lost as deserters and the rest of routed troops and casualties 
which did not add up to complete figures return to duty. 


The loser loses all figures removed as dead with the exception of K class, half of which may be assumed to 
be held for ransom and half the routed figures as deserters. 


Count the number of formed cavalry on both sides and if the loser has less, he loses 1 extra figure for each 
extra cavalry figure his opponent has in hand, as dead. The disproportion is due to the number who desert 
or are killed in flight and to the loser’s wounded who, if not Knights, will almost certainly be massacred. 


In a competition game both sides count full points values for all remaining formed figures and half points 
value for all prisoners except Knights, for whom they count full value, and half points value for all their 


figures who have pursued enemy troops from the field and not yet returned or have withdrawn voluntarily 
from the field. 


Orders 


General orders for each battle should be written at the beginning of each game. More specific orders can 
be written for each unit in the battle. These orders should outline what the unit is expected to do in the 
battle. but need not go into detail about specific formations. Units may be assumed to take minor actions 
within the framework of their general orders on their own initiative, e.g. a unit threatened by an attack 
may adopt and hold a defensive posture, cavalry can be assumed to counter-charge, morale, etc. permitting, 
missile troops may be assumed to fire and bring as many men as possible to bear on their own initiative. 


A time limit of one minute per 100 points per side should be allowed for writing orders. At the end of this 
time any battle not included in orders will be assumed to be without orders for the duration of the game or 
until the army leader has time between moves to write orders. 


Orders for each unit in the battle may be changed by the battle leader or in some cases the army leader. 
Changes of orders may be issued by the army leader concerning only situations he can see or has received 
areport on. Two minutes are allowed each move for writing these changes. Orders from the army leader 
are carried by messenger to the battle leader in command of the unit. He takes one move to read them 
before passing them on to the unit who again take one move to react to the orders. If the entire amy is of 
Regular or Mercenary troops, then orders may be sent direct to a unit from the army commander. A leader 
takes one move to write or dictate a new order which he may then send by a messenger figure or detach- 
ment. This figure or detachment moves at open order cavalry speed. 


Pre-arranged audio-visual signals may be given by army leaders to battle leaders or Class A or B, Regualr, 
Mercenary or Feudal troops, denoting some previously arranged action by the unit(s) concerned. It is up 


to the umpire whether the unit concerned receives the signal, having regard to the influence of obstacles, 
confusion, and noise. 


Units may only be ordered to move to or occupy positions they can see or know of from maps. Units 
may vary their formation at will as long as this does not violate restrictions placed on them by other 


tules or morale reactions or contradict their orders. A unit’s orders must be followed until changed by an 
order from a leader or they may be changed by a unit’s morale enforced reaction. 


Troops are deemed to have lost their current orders if they have been routed in combat or as a result of a 
morale reaction or they have advanced contrary to orders as a result of a disobediance test or their orders 


are deemed by the umpire to be inapplicable to the situation. Troops who lose their orders immediately 
take a morale test. 


MOVING 


The Move 


The battle is fought as a series of moves. Both sides move simultaneously in accordance with their general 
orders or enforced morale reactions. 


During each move the sequence is as follows: 


. Write down, then declare, all intended charges. 

. Test morale for all troops wishing to charge. 

. Move all troops. 

. Work out all shooting and-resultant morale throws. 

. Work out all close combat and resultant morale throws and breaks. 
. Work out all other morale throws. 
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Move Distances 


These are the maximum distances which troops may move in clear terrain. Terrain obstructions and man- 


euvering may slow actual moves. 
Cavalry in close order 250mm (100m) 300mm (120m) 
Cavalry in order 500mm (200m) 
6oOmm 20m) 


250mm (100m) 


150mm ( 60m) = 


The distances in brackets represent actual unscaled move distance and those wishing to measure in inches con- 
vert this to scaled movement by disregarding the terminal nought. 


Cavalry on barded horses deduct 50mm (20m) from their move. 


Infantry in open order may ‘double’ i.e. move at charge speed every alternate move. While doing so and in 
the period immediately after, they count as ‘winded’. 


Maneuver 


Turing about or to flank. Cavalry deduct 150mm (60m) 
Infantry deduct 50mm (20m) 
Both are unformed when doing so 


Changing frontage. No troops may move more than their normal distance in any 
change of formation. 
When adjusting frontages do not deduct for turing. 


Wheeling. All troops in open order wheel at full speed. 
All other troops wheel at half speed. 
To wheel, one flank remains stationary while the other moves. 


Mounting and Dismounting. Mounting or dismounting and depleying takes half a move. 
1 figure in 10 must hold the animals. 


Terrain 


Open Woods. Infantry in order or open order move at full speed. 
Infantry in close order and all cavalry move at half speed. 


Transport may only move along paths. 


Close Woods. All infantry move at % speed. 


Cavalry and transport move only along paths. 


Marshes. Unprotected and protected infantry move at 4 speed. 
No other troops may move. 
Low Hills. These present no difficulty to movement. 
$$$ —§_] 
High Hills. All infantry move at % speed. 


All cavalry move at 1/5 speed. 
Transport moves at 1/5 speed. 


Infantry without armour and in order or open order move 
at 1/5 speed. 
No other troops may move. 


Linear Obstacles. Infantry deduct S0mm (20m) from their move to-cross, 


Cavalry deduct 150mm (60m) from their move to cross. 


Transport may only cross at bridges or gaps. 


Troops wading through water do so at % speed. 

If it has been decided that certain section of water are 
crossable only by swimming, then unprotected infantry 
and cavalry may cross at 1/5 speed. 


Charges 


A charge is any move intended to bring or bringing contact with the enemy in that move. As such it must 
be announced before any other actions. In a charge troops move their normal move and then all firing 


and morale tests (in that order) resulting are worked out. Once this is done the charge bonus is added 
and any resultant impacts are worked out. If a body of troops reaches its enemy within the normal move 
the charged troops do not fire nor does either side test morale. Counter charges must be declared and 
launched as soon as the troops in question have finished their reaction time, if contacted before this they 
cannot counter. Charges must be announced against a specific enemy within charge reach of a unit and 


visible to it at the beginning of a move. If the unit fails to make contact it must nevertheless move on to 
the full extent of its move. 


Any troops charged must either stand, evade or countercharge. 


There are 3 other occasions in which a charge may be made: 


a. Mounted infantry may use a charge bonus in a move in which they intend to dismount in order to 
sieze a position or make an attack. 


b. Mounted messengers may use a charge bonus in any move regardless of other considerations. 
c. Light infantry may move at charge speed every alternate move. 


Interpenetration 


Sub units are allowed to interpenetrate the formation of their parent body without penalty. In all other 
cases interpenetration may not be voluntary i.e. it may only occur as the result of a break in close combat 
or a morale reaction and in these cases lighter troops may not penetrate the formation of heavier. 


Evading 


Skirmishers will, if attacked, turn directly away from the attack and evade unless they are mounted or 
charged by an enemy in open order, and they have specific orders to evade. 


Troops evading move up to a normal move directly away from the attack, ignoring deductions for turning 
and end up facing away from the enemy. 


Evading troops who fail to outdistance pursuit are caught with their backs turned. 


Missle armed troops who cannot shoot all round may not shoot during an evade move. 


Loss of Formation 
A unit is termed unformed if it falls into one of the following categories: 


. Infantry charged by cavalry while moving. 

. Cavalry charged while stationary. 

. Troops charged in flank or rear while frontally engaged or while changing formation. 

. Troops still unrallied after a rout, pursuit, melee or unsuccessful charge. 

. Close order infantry, cavalry and pikemen moving, where permitted, in woods or marshes or on 
high hills. 

6. All troops crossing linear obstacles, or wading or swimming or climbing cliffs. 
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Unformed troops maneuvre at half normal rate and fight or shoot in one rank only without any benefit 
of any supporting ranks. 


Loss of formation lasts for the whole move in which the cause is applicable and continues if troops are 
unformed and pushed back in close combat. 


Rallying and Reforming 


After a melee, pursuit, unsuccesful charge or break situation, troops will need to rally and reform. While 
rallying troops may not advance but may retire at normal speed. They may shoot counting as unformed 
and are unformed in close combat. The following table shows the time in moves taken to tally after 
various actions. 


A Class 


After a melee or charge. 
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Add 1 move to the time taken to rally for all cavalry who charged at the gallop into a close combat situation. 


MORALE 


Distraction Factors 


These reflect factors which impair the morale and fighting efficiency of a unit. Add up all relevant factors 
from the list below and this distraction total will affect morale and combat. 


. Each casualty per figure suffered earlier that period from shooting. 

. If the unit is unformed. 

. If the unit is shot at from behind its flank or has an enemy within charge reach behind its flank. 
- Missile troops or skirmishers on foot charged by or in contact with cavalry. 

. Shock troops under fire while standing or retiring. 

. Missile troops or skirmishers in close contact with or charged by an enemy unit. 
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Morale Values 

A class troops have a morale value (MV) of 4. 

B class troops have a MV of 3. 

C class troops have a MV of 2. 

D class troops have a MV of 0. 

K and F type troops add their MV to all morale scores. 

R and M type troops may add or deduct their MV to any morale score if they wish to do so. 
Morale Tests 


Morale tests are taken by leader figures on behalf of their units. 


Army leaders test when 1 or more of their battles is driven from the field. The test is taken on the unit 
nearest to the leader and affects the whole army. 


Battle leaders or staff officers test when their major unit breaks or a battle adjacent to this breaks or is 
broken. The test is taken on the unit nearest to the leader and affects all the troops under his command. 
Regulars under their own staff officer test seperately when in a battle led by a feudal battle leader. 


Unit leaders test when: 


. Mercenary or Regular and declaring a charge against any unit or charged by a unit. 

. Knighly or Feudal and declaring a charge against or charged by a unit of or led by social superiors. 
. Another unit in their battle breaks or passes in rout. 

. The unit suffers 10% casualties in 1 move. 

. The unit loses a round of close combat. 

. A Regular or Mercenary unit is attempting to rally after routing. 
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Army leaders may take tests as battle leaders if commanding battles. 
Amny or battle leaders may take tests as unit leaders if commanding units. 


To Test Morale 
Throw one dice and add the leader's CV and the unit’s MV. Then add or deduct as below: 


BAND ONE: All units add or deduct + or — factors in this band. 


[itinerant st 
Major unit testing. +1 Unit under fire. -1 
Amny leader with unit. +1 Each distraction factor. -1 


Each 10% casualties. -1 
Lost present round of close combat. —1 


BAND TWO: Units only count the relevant + or — factors in this band if the other unit referred to is their 
social equal or superior. 


Friendly unit within 1 move of Unit charged by or in contact with 
their flank. +1 enemy. -1 
Rear support by friendly unit. +2 Missile or skirmisher unit charged 
by or in contact with enemy. -1 


Each enemy unit routing within Foot unit lacking polearms or spears 
500mm (200m) charged by or in contact with 
enemy cavalry. 


Enemy retiring within 500mm 
(200m) 


Enemy to rear and in charge reach 
or firing on. - 


1 
Friendly unit retiring within 500mm —1 


Each friendly unit routing within 
500mm (200m) =i 


When a Knightly or Feudal unit’s leader is killed or taken, throw 1 dice and add the CV of the leader and 
the unit’s MV. Add 2 if the unit is K type, deduct 2 if F type. If the score is 11 or under the unit breaks 
in rout. If the score is 12 or higher the unit will seek revenge, attacking the nearest enemy at all times and 
never taking another morale test of any kind and adding 1 to all dice throws. 
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When a Mercenary unit’s leader is killed the band will withdraw from the field facing any attacks but 
taking no more morale tests. 


The CV of a regular unit is assumed to reflect its chain of command and as such a regular leader cannot 
be killed or taken, Regular staff officers or army leaders, however, can. Where this happens the unit 
the officer commanded deducts his CV in any subsequent morale throws. 


Where a feudal battle or army leader is killed the major unit will act as above. Other feudal units will 
rout if the major unit does but fight on as normal if it does not. Mercenary or regular units will fight 
on if the feudals do and withdraw from the field if they rout. 


Where a mercenary staff officer is killed, all his troops will withdraw from the field facing any attacks 
as normal. 


Morale Results 


When an F or K type unit or battle breaks in rout it can only be rallied by being contacted by a leader figure 
of a higher social status than its present or ex leader. Rallying is then automatic but the leader who rallies 
the unit must then stay with them for the rest of the battle. 


UNIT CAUTIOUS No troops will charge their social superiors. 
Missle troops or skirmishers will halt to fire when in effective range. 
UNIT SHAKEN No troops may advance save if shock troops to counter a charge. 


UNIT SEVERELY SHAKEN Troops retire 1 period. 
Shock troops turn if charged or stand if in contact. 
Others break if in contact or charged. 


UNIT DEMORALIZED All troops break if charged or in contact; otherwise, retire 1 period. 


UNIT ROUTS All troops rout. 


Disobedience Test 
Under certain circumstances troops will get carried away and over-step their orders. 


The first time a battle comes within a normal move plus a charge move of the enemy, its leader must take 
a disobediance test. 
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During any subsequent move in which a unit of Knights of Irregular F type troops does not advance at over 
half speed, its leader must take a disobediance test. 


At the end of any move in which any unit suffered at least one casualty per figure from missile fire if the 
unit is not itself missile armed and friendly missile troops are not engaging the enemy which fired on it, its 
leader must take a disobediance test. 


To take a disobediance test, throw 2 dice and: 


bepuct 
Leader’s command value (CV). Unit’s morale value (MV) if K or F type. 


Unit’s morale value (MV) if M type. +2 if nearest enemy is presenting flank or rear, 
#1 itp of ens enemy. 
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Results 


10 or over: Unit will advance towards the enemy for two periods, charging if possible. 
8-9: As above if shock troops. 


Missle troops or skirmishers close to effective range and shoot. 


MISSILE FIRE 


Troops Eligible to Shoot 


Shooting takes place throughout the move and is worked out at any time during the move at which the 
target is in range, as long as other considerations listed below are complied with. 


Troops may shoot in an arc of 22% degrees to either side of a line perpendicular to the front of their base. 


The exception to this is horse archers who may shoot all round except for a blindspot extending from 224 
degrees to the figure’s right face to directly behind him. 


Two ranks of infantry or one of cavalry may fire direct; no indirect fire is allowed. Shooting is assumed 
to take place throughout the move and so troops who cannot shoot during the whoe move are penalized. 


Windlass and repeating crossbowmen may not shoot and move. Stirrup croxxbowmen may move at half 
speed forwards and shoot, or at % speed to the rear and shoot. Other infantry may move at full speed for- 


wards and shoot. Other mounted troops may at full speed forwards and shoot. Other mounted troops 
may move in any direction and shoot. 


No troops may shoot during a move in which they intend to use their charge bonus or declare a charge or 
counter charge. 


No troops may shoot at an enemy in base to base contact with their own side. No troops, save the pursuers, 
may shoot at routed troops or their pursuers during a move in any part of which the two were in contact, 


Troops must engage the target which has the highest priority in the list below: 


1. An enemy advancing upon them and within charge reach. 
2. An enemy of at least half their own strength shooting at them at effective range. 
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3. An enemy they are ordered to engage as a priority. 
4. The nearest enemy. 


Ranges 


Troops may shoot within the following Tanges: 


LONG RANGE EFFECTIVE RANGE 


500mm (200m) 250mm (100m) 
ee ee) 
s00mm (200m) 250mm (100m) 


Short Bow, Sling 400mm (160m) 150mm ( 60m) 


100mm ( 40m) 
500mm (200m) 


Each group of weapons recognized by the rules has been allocated a weapon factor. To find the effect of 
missile fire read across from the appropriate weapon to the column concerning the standard of protection 
of the enemy. This basic factor will be modified by tactical and other factors listed below and the modified 
factor thus arrived at should be checked on the casualty table later in the rules to give the number of enemy 
casualties. These casualties are expressed in numbers of men. Divide this number by 20, and remove the 
appropriate number of figures, carrying the remainder forward. 


Longbow 


Javelin 


Stirrup Crossbow 250mm (100m) 


750mm (300m) 
250mm (100m) 


Windlass Crossbow 


Repeating Crossbow 


Weapon Factors 


Stirrup Crossbow or Sling 


Repeating Crossbow 


Other Weapons 


Tactical Factors 


All applicable factors are cumulative. 


Mounted Bows 


Target moved 200mm (80m) or more 


Open order target over 150mm (60m) range 


Shooting at long range 


Target in cover 


Target shooting from arrow slits 


Enemy on barded horses 
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Random Factors 


Each time a unit shoots, throw one die and modify the weapon factor as follows: 


1 Deduct 2 from the unit’s shooting factor. 
2 Deduct 1 from the unit’s shooting factor. 
3or4 No change to the unit’s shooting factor. 
5 Add 1 to the unit’s shooting factor. 

6 Add 2 to the unit’s shooting factor. 
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CLOSE COMBAT 


Close combat is divided between two types of situations: impacts where combat is along a recognizable line 
and melee where both sides have intermingled. 


Where more than | unit on one or both sides is involved in a close combat situation, total al casualties from 
all units to determine the results. 


Impact 


This is the result of a charge or pursuit except where both sides are unformed or the combat is over a de- 
fended obstacle when it is a melee. 


Melee 
Melee is any close contact situation not described in ‘Impact’ above. It will be noticed in a melee that there 


is no factor for a lance. If a force which is lance armed becomes involved in a melee situation, it must aban- 
don its lance in favor of hand arms. Spears may be discarded at the player’s discretion. Once discarded, 
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lances, etc. cannot be picked up and may only be replaced from a wagon designated for the purpose of 
re-arming or a pre-designated re-arming point. 


Troops Entitled to Fight 


Figures in base to base contact with the enemy and one overlapping on each side, in impact, and the above 
plus half a second rank in melee. 


In close combat both sides look up the combat factors in the relevant table, modify them by the relevant 
tactical and random factors given below, and then check them off against the number of men fighting in 
the casualty table. 


Weapon Factors 


CAVALRY: Heavy Lance 
Light Lance or Spear 


Other Weapon 


INFANTRY: Spears or Pole Arms 


Other Weapon 


CAVALRY: Sword or Mace 


Other Weapon 


INFANTRY: Pole Arms 


Spear or Sword etc. 


Tactical Factors 


IN IMPACT ONLY: 
Cavalry charging at the gallop. 
Enemy on barded horses... 


A second rank of pole armed infantry in close order. 2 
Enemy lance armed and own troops not armed with lance or pole arm........- —1 

IN IMPACT OR MELEE: 
Enemy unformed +2 Enemy in cover —2 
Enemy downhill +2 Tired or winded troops —2 
Fresh troops +1 Each distraction factor -1 
Knights +1 Infantry in melee without 
Advancing +2 hand arms —2 


Troops in uncontrolled advance +1 


Troops with a higher morale value add the difference to their combat factor. 
Troops with a higher command value add the difference to their combat factor. 


After Close Combat 
After each round of impact or melee, add up the points for each side as given below. 


+1 Each rank of formed infantry up to 4 

+1 If going forward 

+1 — If uphill during the move and not downhill at the end 

+1 — Troops in close order in 2 ranks or more 

+2 For the side causing most casualties in the close combat 
+2 Extra if the winner caused twice the casualties he received 
+4 Extra if the winner caused thrice the casualties he received 
+3 Cavalry charging at the gallop 


—1 Troops in open order 

Infantry v. Infantry or Cavalry y. Cavalry 

The winner pushes the loser back 25mm (10m) for each point by which he won. 
Any side pushed back 150mm (60m) or more breaks. 

The winner may follow up or halt. 


Cavalry v. Infantry 


If the infantry wins, the cavalry must retire 1 move. 

If the cavalry win, they penetrate the infantry formation by 1 rank for each point by which they win. If 
they break right through in an impact situation, the infantry break. If neither of these occurs, the action 
continues as a melee counting both infantry and cavalry unformed. However, if a round of melee is to be 
fought, leave the cavalry and infantry in the same places, as for the last round, to save confusion in working 
out frontages and the number of figures involved. 


Broken Troops 
Broken troops will move one move directly away from whatever broke them at charge speed and continue 
after this to make their way towards their own base line at normal speed until they are halted on a subsequent 


morale throw or have left the table. 


Troops who are broken may not fight or shoot or use shields until halted by a rallying morale throw. Troops 
test for their morale after the end of the second period of rout and each subsequent period. 


Pursuing troops will follow the first move at charge speed minus 50mm (20m) and then take a disobediance 
test. If the pursuit continues they will then move at normal speed. 


Pursuers get a free blow at their enemy in each move during any part of which they are in contact with them. 
If pursuing troops come up against a body of stationary enemy troops in the first period of pursuit, they will 
avoid them if there is a wide enough gap within 1/5 move. Otherwise they will charge them or, reaction time 


permitting, stop. 


If pursuers are charged during first move of pursuit, they will automatically counter charge unless the charge 
was delivered from behind the original line of their flank. 


Troops who cannot escape pursuit will ask for quarter. Unless it has been decided beforehand that because 
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of campaign restrictions a body of troops will not give quarter, the pursuers throw one die. If the score 
exceeds the number of casualties per figure that the pursuers have suffered quarter will be granted, 
otherwise, it will not. Where troops capture their social inferiors, they may slaughter them as below if 
they wish. 


Where the quarter is granted, the captured must be led off the table escorted by one figure for every five 
figures prisoner. 


If the quarter is not granted, all figures in contact with the pursuers are killed in the next move; pursuit 
stops and the survivors escape but are removed from the table and take no further part in the battle. 


Broken troops will go round bodies of friendly troops if there is a gap within 1/5 move. Otherwise, they 
will attempt to burst through. 


Troops who leave the table while routing may not return. Any troops who leave the table for any other 
reason must rally and reform before returning. 


Risk to Command Figures 


Whenever a unit receives casualties there is a risk of its leader being killed or wounded. Work out the number 
of casualties per figure suffered, counting the casualties against the whole unit if under missile fire but only 
against the front rank if in close combat. Add this total to the score of 2 dice and deduct the leader’s CV. 

If the total is 10 or 11, the leader is wounded. If between 12 and 16 he is wounded, and if in close combat, 
taken prisoner. If the score is over 16 he is killed. 
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Casualty Table 


TOTAL OF 
FACTORS 


NUMBER OF OWN FIGURES 


[25 | 40 45] so] ss] co] 6s] 
Las | si] so] oo | os | 73 

| s7| | 69 | 76 22 
| 43 | sof sr o | 71 | 28 | 86 | 93 | 
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CLASSIFICATION OF TROOPS 
Organization and Social Status 


FEUDAL troops i.e. those raised and maintained by the system of land tenure or tribal forces are divided 
into two classes: 


K Type — Knights Land owners, usually fighting mounted and bringing into the field a 
number of retainers. 

F Type — Feudals Small land owners without retainers, the retainers of Knights or higher 
lords and all irregulars. 


NON FEUDAL troops are also divided into two classes: 


R Type — Regulars Paid regular troops or civic militia in units with a recognized chain of 
command. 

M Type — Mercenaries Landless troops fighting for pay under their own leaders, usually 
foreigners. 

Training and Experience 

A Class Troops Elite veterans of long and successful campaign experience, may be of 
any type except militia. If F Type, then they are sergeants. 

B Class Troops Seasoned campaign veterans, may be of any type. If feudal they repre- 
sent successful Routier or sergeants. 

C Class Troops Average quality troops, may be of any type, if Knights or Regulars 
they are inexperienced, if Mercenaries poorly paid. If Feudals probably 
Routier. 

D Class Troops Poor quality or disaffected troops, may be of any type. If Knights or 


Mercenaries they represent disaffected troops. If Feudals, peasants, 
and if mercenary, it means they have not been paid. 


Armour and Mounts 


UNARMOURED INFANTRY are troops with no protective clothing at all and either without or unable to 
use shields. 


PROTECTED INFANTRY are troops with a leather jerkin, mail shirt or partial scale or quilted armour, not 
using shields, or troops without armour but using shields. 


ARMOURED INFANTRY are troops with a leather jerkin, mail shirt or partial scale or quilted armour, and 
using shields, or troops with % mail or scale armour, but not using shields. 


HEAVILY ARMOURED INFANTRY are troops with % mail armour using shields or troops with full mail 
armour but not using shields. 


FULLY ARMOURED INFANTRY are troops with full mail armour and using shields. 


UNARMOURED CAVALRY are'troops with no protective clothing at all and either without, or unable to 
use, shields, normally riding on ponies. 


PROTECTED CAVALRY are troops with a leather jerkin, mail shirt or partial scale or quilted armour, not 
using shields, or troops without armour but using shields. 
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ARMOURED CAVALRY are troops with a leather jerkin, mail shirt or partial scale or quilted armour and 
using shields, or troops with % mail or scale armour but not using shields. 


FULLY ARMOURED CAVALRY are troops with full mail armour and using shields. 


BARDED HORSES are horses protected by cloth, leather or mail armour, and they may be ridden by 
certain heavily armoured cavalry or fully armoured cavalry. Not by troops with less armour. 


Weapons 

MISSILE WEAPONS e 

Longbow English or Japanese longbows fired by foot troops. 

Composite Bow Eastern laminated bows. 

Short Bow European self bows other than the long bow. 

Stirrup Crossbow Standard manually braced crossbow. 

Windlass Crossbow Mechanically braced crossbow. 

Repeating Crossbow Chinese crossbows using ratchet and hopper. 

Javelin All hand hurled missile weapons. 

Sling Usually staff slings hurling 1 - 2 Ib. stones. 

MELEE WEAPONS 

Cavalry: 

Sword or Mace Mace, hammer, axe or heavy broadsword. 

Other Weapons Lighter swords e.g. the scimitar, javelins and spears, not lances. 

Infantry: 

Pole Arms All two handed pole arms e.g. halbards, glaives, flails, pikes, etc. and two 
handed swords, 

Other Weapons Spears, javelins, swords, hand axes, maces, etc. 

Hand Arms Swords, hand axes or similar personal melee weapons. 

IMPACT WEAPONS 

Cavalry: 

Lance Heavy European lance used couched by AC, HC, FC only. 

Light Lance Eastern lance, 12 feet or longer. 

Spear Spear used over-arm or couched and under 12 feet long. 

Other Weapons Javelins and hand arms. 

Infantry: 

Pole Arms, Spears All shafted weapons longer than the javelin. 

Other Weapons Javelins and hand arms, , 

Terrain 


OPEN WOODS represent areas of open wood or scrubland or orchards etc. They restrict vision and the 
movement of certain troop types and give cover from missile fire. 


THICK WOODS represent areas of extensive thicket or forest with dense undergrowth and restrict vision and 
the movement of all troops and give cover from missile fire. 


20 


MARSHES are areas of soft water logged ground impeding movement but not vision and giving no 
appreciable cover. = 


LOW HILLS are hills of insufficient gradient and height to impede movement but blocking vision from 
lower ground and offering a height advantage to troops on them. 


HIGH HILLS are hills both steep and high enough to impede movement. 
BUILDINGS are treated in two different ways: most terrain piece buildings should be treated as built-up 
areas; in other words, clusters of buildings offering cover from missile fire and in close combat and movement 


disruption throughout. However, occasional ones may be treated as single buildings. 


LINEAR OBSTACLES such as hedges and walls are also recognized under the rules as long as they are of 
sufficient substance to impede movement and offer cover from missile fire and in close combat. 


STREAMS are water obstacles which are fordable by wading along all their length. 

RIVERS are water obstacles which are only crossable by bridge, ford, boat or swimming. 

FORDS are areas of river which are crossable by wading. 

ROADS are paved roads or firm tracks which negate terrain penalties otherwise incurred in certain areas. 


DITCHES and RIVER BANKS impede movement but offer no cover and troops crossing them count down- 
hill to an enemy on the other side. 


Formations 

Close Order Troops drawn up as closely together as possible, including most shock armed 
infantry and some eastern cavalry who charged knee to knee at the trot. 

Order Most western cavalry charging at the gallop, most missile armed infantry and 
shock armed infantry trained to operate in difficult terrain. 

Open Orde: Skirmishing troops only. 

Other Definitions 


SECURE FLANK is a flank resting on an impassable obstacle, cover known to be held by friends, or another 
unit. Or one covered by an unengaged friendly unit able to charge onto the flank in the coming move. 


REAR SUPPORT is having an unengaged friendly unit within a normal move of the unit’s rear. 


FRESH TROOPS are previously unengaged troops who have not force marched to the battlefield and whose 
supply condition is fair or better. 


TIRED TROOPS are mounted troops who have charged twice or any troops who have fought 3 or more 
rounds of close combat and troops whose supply condition is bad or who have force marched to the battle- 


field or ‘winded’ troops. 


LOST PRESENT ROUND OF MELEE is any side which has less points than its enemy in the “Results of 
Close Combat” section. 


Visibility 
As long as the line of sight in clear terrain is not obstructed by an obstacle, visibility in clear weather is 
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unlimited. 


Visability in open woods is 150mm (60m). Troops concealed on the edge cannot be seen until observers 
are within that distance. 


Visability in a thick wood is 50mm (20m). Troops concealed on the edge cannot be seen until observers 
are within that distance. 


Troops firing from a wood automatically give away their position. 


OPTIONAL RULES 


Reaction 


When faced with a new situation, troops need time to react and this will vary mainly according to their 
experience and the situation. 


In the case of a surprise sighting of an enemy within one move or the revelation of a charge etc. by a pre- 
viously concealed unit, the reaction time will be one move for C class, 1/2 move for B class and 1/5 move 
for A class troops. 


In the case of a new but expected action by a previously located enemy, the reaction time will be 1/2 move 
for C class, 1/5 move for B class and A class troops will react immediately. 


While they are reacting, troops may not change formation or front, engage a new target in missile fire or 
change the direction or pace of their moyement if moving or begin to move if stationary. 


Reaction times for camel mounted troops or elephants are doubled. 


NOTE: Under ‘Reaction’ D class troops count the same as C class for reaction times. However, they break 
automatically if contacted by an enemy before their reaction time has lapsed. 


Campaign Factors 
These should be worked out before an action for each unit participating. Once calculated they remain 
constant for the duration of the game. In a campaign those factors should be easy to work out but ina 


one-of battle, it is best to count them as 0 for both sides. 


Add up the relevant factors below: 


+1 If the force is well rested. 

+1 If exceptionally well supplied. 

42; If fighting in defence of homeland. 

+2 If fighting hereditary enemies or seeking revenge for a massacre etc. 
+1 If mercenaries paid a bonus. 

-1 If troops force marched to battle. 

—1 If supplies poor. 

3 If unsupplied for a considerable time. 

-1 If the troops have been defeated by this enemy in the past season. 
—2 If the army has no confidence in its leader. 

-1 If mercenaries’ pay in arrears. 

3 If mercenaries unpaid. 
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This will result in a plus or minus score counting a maximum of plus or minus four. This should be added 
to the unit’s morale score and its dice throw in random factors e.g. a force with a campaign factor of —2 
and a morale score of 10 would deduct 2 and end up with a score of 8. 

The score also affects firing and close combat for in these situations a unit adds its campaign factor to its 
dice throws. e.g. a force with a campaign factor of —2 throws 5 for its missile fire random dice, It counts 
a final score of 5 —2 i.e, 3, and therefore, has no addition to its firing factor. 

e.g. a unit (a) with a campaign factor of —2 throws a 4 for its close combat random dice. It counts a final 
score of 4 —2 i.e. 2. A force (b) engaging it has a campaign factor of +3 and throws 2 for its random dice. 
It counts a score of 2+3 i.e. 5. Therefore, force (a) counts its normal factor; force (b) counts its normal 
factor + the difference inthe final scores 3. 

Elephants 


These cost 50 points for the beast and driver plus three crew armed with bow and spear, and each counts as 
a seperate unit. 


Elephants must be mounted on bases with a 40mm frontage and count as a C class irregular unit. 


They move at the same speed as infantry in order but count manoevering and terrain deductions as close 
order cavalry. 


Enemy cavalry wishing to approach or being approached by an elephant within 200mm (80m) must test for 
morale deducting an extra 2 from the score. 


All enemy troops except Indians count a distraction factor if within 200mm (80m) of elephants, and all 
enemy cavalry except Indians are unformed if within 200mm (80m) of elephants. 


Elephants count as a heavy cavalry target and the elephant itself may engage in close combat on a factor 
of 3 against any target. 


Casualties are counted on the elephant and crew as a single figure, and when 20 hits are recorded the model 
is removed. 


Distraction factors on elephants count double. 
Camels 


Camels were occasionally used in war in oriental armies although those who could afford them usually 
preferred horses. 


Points values are as for the equivalent cavalry type minus 1. 

All camels are based on bases with a 30mm frontage but count for all purposes as troops in order. 
Reaction times and manoevring penalties are doubled and camels may not cross rough terrain. 

In combat camels count as the equivalent type of cavalry but unform all horsed troops they contact. 


Mantlets and Pavices 


Mantlets or pavices to cover one figure’s frontage cost one point each. 


2) 


Figures carrying them deduct 50mm (20m) from their move. Erecting mantlets or pavices takes 1/5 move. 
Once erected troops behind them count as in cover from missile fire only. 

Confusion 

This rule seeks to emulate the forces of inertia in a battle and inevitable break downs in command and 
examples of mistiming. At the end of any move in which a battle or a contingent of troops in a battle other 
than the battle’s main type do not move at over half rate, throw one dice for its leader. If the dice score is 
more than one higher then the leader’s command value, the battle or contingent may not move next move. 


Leader’s Character 


In compaigns or structured battles, leaders may be allocated characters. They may be termed cautious, 
average, rash or impetuous. 


Average Commanders Rules remain unaltered. 

Cautious Commanders Automatically count a command value of 1 for the purposes of the confusion 
tule. 

Impetuous Commanders May not deduct their command value from their score in a disobediance test. 

Rash Commanders Must add their command value to their score in a disobediance test instead of 
deducting it. 
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ADAPTIONS FOR 12 AND 15mm TROOPS 


Base Frontages 

Infantry in close order 7-9mm Cavalry in close order 10mm 
Infantry in order 10mm Cavalry in order 12-14mm 
Infantry in open order 15mm Cavalry in open order 15mm 
Elephants 20mm 

Base Depths 

Infantry 10- 15mm Cavalry 20 - 30mm 
Other Models As Required 


There are then three basic options: 


1: 10 SCALE Each figure represents 10 men, not 20. Simply halve all casualties and remove 
a figure each time 10 casualties are scored. All other rules remain unaffected. 

1: 20 SCALE Halve all moves and ranges and use the rules as they stand. 

1: 50 SCALE Each figure represents 50 men, not 20. 


Alter the following rules: 


Halve the movement penalties under ‘Turning about or to flank’, 
‘Mounting or dismounting’, ‘Linear Obstacles’. 


Double the number of troops who can be brought up under ‘Changing 
Frontage’. 


Halve the time for rallying. 

Halve all ranges for missile weapons. 

Halve all ranges for visibility. 

Halve all reaction times. 

Halve all distances referred to in morale tests. 
Multiply all casualties at the end of the game by 3. 


All these adaptions result in minor inconsistencies but give quite fair games. 
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Se: 


EARLY MEDAEVAL ARMIES AND ACCESSORIES 


It is suggested that the wargamer build up his army to conform with the limits set out in the army lists : 
available from the author or his American agent. This avoids wargames confrontations where one player is 

using a gimmick army of doubtful historical accuracy. Army lists for God’s Acre are 25p including postage 

in England and $1.00 in America. 


It must be remembered that Medaeval generals generally liked to pick areas of open terrain (God’s Acre) for 
battlefields, and so terrain should be dept to a minimum. The exceptions generally were where a largely 1 


infantry army sought to annull the enemy’s cavalry superiority by defending favorable terrain such as woods 
or marshes, 


Quite a large range of figures is now available for this period in both 12-15mm and 25mm from a variety 
of manufacturers. 


Hinchliffe 

Hinchliffe do asuperb range of Crusaders, useful for most European nations and a matching range of Saracens, 
which can be supplemented by figures from their Turkish Renaissance range. They also do a nice range of 
Huns, useful for general Turkish types of the 10th and 11th centuries and a range of vikings (25mm). Available 
from: Hinchliffe Models Ltd., 21 Station Street, Meltham, Huddersfield, HD7 3NX, England. Manufactured 

in America by Heritage Models, Inc., 2916 Blystone Lane, Dallas, Texas 75220, USA who are in the process 


of releasing a fine range of medaeval figures themselves. By the time of this printing (January,1976), they 
should be available. 


Miniature Figurines 

Minifigs produce a good general range of early medaeval figures suitable for most European nations in the 
Alexander Nevsky AX range. They also do a Viking V range which has useful figures for that army, General 
European figures may be found in the Mythical Earth (ME) range and the Sword and Sorcery (SS) range. 
These ranges also contain figures suitable for Saracens and Mongols. Minifigs also produce a range of Chinese 
figures (Ch), Japanese figures (Sam) and Mongols (Mon), 25mm. Available from Miniature Figurines Ltd., 
28/32 Northam Road, Southampton, SO2 OPA, England. Manufactured in America by Miniature Figurines 
Ltd., Box P, Pine Plains, New York 12567, USA. 


Garrison 
Garrison do a truly marvelous range of 11th century Normans and Saxons from which most 11th century 


armies could be built up (25mm). Available from Garrison, 61 Westbury Street, Thornaby on Tees, Teeside, 
England, 


Lamming 
Lamming do an unusual range of early medaeval Byzantines including various foreign mercenaries (25mm). 
Available from Lamming, 43 Wenlock Street, Hull, HU3 1DA, England. 


Peter Laing 
Peter Laing produces a fully comprehensive range of early Crusaders, useful for most 11th century European 
armies and a full range of Saracens. These can be supplemented by a large assortment of siege engines and F 


baggage wagons and animals (15mm). Available from Peter Laing, Minden, Sutton St. Nicholas, Hereford 
HR1 3BD, England. 


Warrior 


Warrior do a nice range of Normans and Saxons plus a few Arab figures and a 12th century knight (25mm). 
Available from Warrior Metal Miniatures, 23 Grove Road, Leighton Buzzard, Beds. LU7 8SF, England. 


Other fine rules by Dave Millward available at your local stockist or direct from the author. In America agents for Millward 
books are HERITAGE MODELS, INC., 2916 Blystone Lane, Dallas, Texas 75220, USA. 
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